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STEPS FOR PRACTICING PROGRAMMING ON THE ATARI 


1. Find the lesson you are going to do. 
. Read the lesson explanation carefully. 
. Do the Writing Output section of the lesson. 
Write the missing output in the space pro- 
vided. | 
4. Do the Writing Input section of the lesson. 
Write the missing input on the blank lines. 

5. Do the Problem Solving section of the les- 
son. When you write your own program, 
use as many of the blank lines as you need. 
If you need more lines, use a separate piece 
of paper. 

6. Check your answers for each section by key- 

boarding each program into your Atari com- 
puter and RUNning the completed program. 


WON 
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Using the PRINT Statement 








M You can use the PRINT statement to display any keyboard character 
on the screen. For example, you can keyboard 


PRINT “| AM AN ATARI” 


Mi Then you press the RETURN key. The computer will display the char- 
acters 1 AM AN ATARI, and the cursor will move to the next line on the 
screen. 


_MWhen you write a program with more than one numbered line, you 
need to press RETURN after each line. Then type RUN to make the com- 
puter display your message. For example, 


10 PRINT “HELLO” 
20 END 

READY 

[JRUN 

HELLO 
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1. Read the program. Then look at the output []JRUN 
and write what is missing on the blank lines. _ | LIKE WORKING 


10 PRINT “I LIKE WORKING” 
20 PRINT “WITH AN” 

30 PRINT “ATARI COMPUTER.” 
40 END . 


2. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
NOTE: To leave a blank line on the screen, 
you use the PRINT statement followed by 
pressing RETURN. 


10 PRINT “I CAN SPEAK MANY 
LANGUAGES.” 

20 PRINT 

30 PRINT “MY FAVORITE IS BASIC.” 

40 PRINT | 

50 PRINT “WHICH IS YOUR FAVORITE 
LANGUAGE?” 

60 END 


MY FAVORITE IS BASIC. 


ooooogooooo00000000000R000000000 Writing Input coccooccccooc000000000000o0000000 


3. Look at the output on the screen. Then read 

















the program and fill in the missing lines. 10 
oon 20 PRINT 
(RU 
| HUMANS UNDERSTAND COMPUTERS. 30 
— 40 END 
| CAN COMPUTERS UNDERSTAND HUMANS? 

4. Look at the output on the screen. Then read 

the program and fill in the missing lines. 10 

20 
30 PRINT “A” 
40 
50 
60 END 

5. Read the output on the screen. Then write 

a program which will produce this output. 10 

HINT: Use spaces inside the quotation 

marks to display the output as shown. 09 

J ORUN = 

| THIS PROGRAM HAS NO BAGS. 

| 2 AO 
. | THIS PROGRAM HAS NO BAGS. 
| : | 50 
THIS PROGRAM HAS NO BAGS. 
: 60 
|| OOPS! | MEAN BUGS! 
: 70 
80 





6. Read the output on the screen. Then write 
a program which will produce this output. 10 


( (RUN | ) 20 


| THESE WORDS ARE PALINDROMES: = 


| LEVEL 


| NOON ais 
MADAM 60 
PEEP | : 70 
| mom | 80 
90 


100 





ie 8 


120 
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7. Write a program which will display your 8. Write a program which will display the 
name in the center of the screen. Print your name of your school on the first line, and 
address beneath it. the names of five teachers on the next five 

lines. 





PE oolIN 2: 
Using Arithmetic Operations 


~ WYou can use the PRINT statement to have the computer calculate and 


print the answer to an arithmetic problem. For example, when you key- — 
board | 


10 PRINT 7*6 


the output that is displayed is 42. Do not use quotation marks when you 
want the computer to do a calculation and only print the answer. 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
NOTE: The symbol * means ‘‘multiply’’ and 
/ means “‘divide.”’ 


TU. PRINT Too o 
20 PRINT 15+3 : 
30 PRINT 15/3 


40 PRINT 15-3 
90 END 
2. Read the program. Then look at the output []RUN 
and write what is missing on the blank lines. 10 PLUS 2 JIS 





10° PRINT ‘70 PLUS 2 18 °° 
90 PRINT 10 + 2 

30 PRINT “10 MINUS 2 IS * 
40 PRINT 10 = 2 

50 PRINT ‘10 DIVIDED BY 21S” 
60 PRINT 10/2 10 DIVIDED BY 21S 
70 PRINT ‘10 MULTIPLIED BY 2 IS” 


80 PRINT 10*2 
90 END 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


{ [RUN 
: THE SUM OF 13 AND 87 IS 
| 100 


| 120 DIVIDED BY 1215 


| 25 MULTIPLIED BY 8 IS 
| 200 





4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


{ URUN 
| MAGIC NINES. 


| THE SUM OF THE DIGITS OF 
|) THE PRODUCT IS NINE. 


| 9xXe = 
| 18 


ees aie 





10 PRINT “THE SUM OF 13 AND 87 [5" 


20 
30 PRINT 


40 


90 
60 PRINT 


70 
80 PRINT 25*8 
90 END 


10, 
20 PRINT | 
30 PRINT “THE SUM OF THE DIGITS OF” 


40 
90 PRINT 


60 


“7/0. PRINI_S 2 


80 
90: PRINT 1+8 
100 PRINT 


110 
120 PRINT 265 


130 
140 


150 


5. Read the output on the screen. Write a pro- 





gram that will produce this output. 10 
9 c0 
|) [JRUN : 
: ADDING THREE ODD NUMBERS : 36 
: WILL PRODUCE AN ODD SUM. : 
: 40 
90 
‘f) 21499 + 45 = 60 
70 
7101 +.153 + 125 =. : 
| 279 eta 
90 
100 
ale 
120 


OsomosososososCsoscEcececsosnD Problem Solving csoscscecececscececsececEcEceo 


6. Write a program which uses at least three 7. Write a program which will calculate and 
examples to show that the sum of any two print the sums for five decimal numbers. 
odd numbers is an even number. Include a Print each problem on a separate line. Print _ 
title for your program. | its sum beneath it. : 








EESSON 3: 
Printing Character Graphics 


@ You can use symbols and spaces to draw a picture. The Atari com- 
puter allows you to place 38 symbols horizontally and 24 vertically. For 
example, if you keyboard | 


OPA Ss o 


the screen will display an asterisk, a colon, and another asterisk. 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. ROSIE ROBOT. 
10 PRINT ‘ROSIE ROBOT.’ 
20 PRINT 
30 PRINT Cikk&kkkKKKKKI 2 
40 PRINT ‘* . see r x 


BO PRINT “*2 42° #2 
60 PRINT‘“* @ *” 
70 PRINT CCK aR KKK KKKE KI! 


80 END 

2. Read the program. Then look at the output [ ]RUN 
and write what is missing on the blank lines. A LARGE T! 
10 PRINT “A LARGE T!” 
20 PRINT = 7 
30 PRINT “TITTTTTTT” 
AG PRINT "22 7 T 
BU PANT 7 ) 
60 PRINT —-f 
He PAINT 2 1 e 
80 END 


10 
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3. Look at the output on the screen. Then read | 


the program and fill in the missing lines. 
{ TIRUN 
| HERE IS A RECTANGLE. 


RKKKKKKEKEKK 


KKEKEKKKKKKE 





4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 





5. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


{ URUN 
| ROSIE'S BROTHER. 





<i> 








10 
20 


30 


40 


30 


60 
70 


10 
20 
30 
40 
90 
60 


70 


10 
20 


30 
40 


00 
60 


70 
80 


END 


PAINT e222 Ae eee ee 


PRINT 


PRINT 


PRINT “I le 


90 - 


100 
110 
120 


11 


6. Look at the output on the screen. Write a 





program that will display this output. 10 

20 

30 

: : 40 

1 XOXKXKX XXXX = 
| MOXXXXXXXXXXXXXKXKK 

1 XXXXXXXXXXXXXXXXXKX oo 80 
FL XXXXXXXKXXXXXKKKKKXKX 

| XXXXXXXXXXXXXXXKKKX 50 
| XXX XXXXX XXXX 

| XXX XXXXX XXXX Val? ae 
| XXX XXXXX XXXX : 

| | 90 

| CITY NIGHT. 

Lo. 100 

110 

120 

130 

140 

150 
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7. Write a program which uses spaces and 8. Write a program which uses spaces and 
symbols to display a picture of a sailboat. symbols to display a picture of a city sky- 
line. Include at least four buildings in your 

picture. | 


12 





Pees JEN <4, 
Using Punctuation Marks 


M You can use a semicolon (;) to continue the output on the same line. 
For example, 


20 PRINT “ATARI "; 
30 PRINT “COMPUTER” 


displays the words ATARI COMPUTER on one line. 


You can use a comma (,) to separate the output into four ZONES across 
the screen at space 0, space 10, space 20, and space 30. For example, 


20 -PRINI E. EIKE . MY” AAR 
displays the words I LIKE MY ATARI across the screen. 
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1. Read the program. Then look at the output [JRUN 


( 


and write what is missing on the blank lines. ~ THE PRIMARY COLORS ARE: 


10 PRINT “THE PRIMARY COLORS ARE:” 
eu PRIN RED; YELEOQW ;° BLUE. 

3Q PRINT | 

40 PRINT “THE SECONDARY COLORS ARE:”’ 
20: PRINT “GREEN” ; 

60 PRINT “ORANGE ”; 

7Q PRINT “AND PURPLE.” 

80 END 


THE SECONDARY COLORS ARE: 


2. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 


10 PRINT “ARITHMETIC FACTS” 
20 PRINT 
oue—PRINES? + o>" 
40 PRINT 9+9 

50 =PRINT 

bU. -PRINT 7 138 -O.= "3 
7Q PRINT 18-9 

80 PRINT 

oO: PAINE 1075 =": 
TOG PRINT 16/9 

110 END 


ao 1G 


13 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 10 


20 PRINT “IS THE CAPITAL OF TEXAS.” 








{TRUN 



































| AUSTIN IS THE CAPITAL OF TEXAS. : 30 : 
: 40 PRINT “OTHER CITIES IN TEXAS ARE:” 
| OTHER CITIES IN TEXAS ARE: : 
| HOUSTON AND DALLAS. 50 
60 
4. Look at the output on the screen. Then read 10 PRINT “BASE 10”, “BASE 2” 
the program and fill in the missing lines. | 
| 20 
BASE 2 = 
PAN seca eerste ereroumre Mere meess re 
30 
60 | 
70 PRINE 3 2 
80 
ee 
5. Look at the output on the screen. Then write 
a program that will produce this output. 10 
: 20 
TEAM2 TEAMS TEAM4 | 30 
MARIA BETTY GINA | a 
JASON ~ BILL TIM : 
LISA ELLEN ANN” Ff 50 
MARIO ALEX BEN : 
60 
70 





14 














6. Look at the output on the screen. Then write 
a program that will produce this output. 


(RUN 
| SOME FRUITS ARE: 
J APPLES CHERRIES MELONS PEARS. | 


| SOME VEGETABLES ARE: 
4 SPINACH, 

| CARROTS, 

| BROCCOLI, 

| AND PEAS. 


| SOME GRAINS ARE: 
| RICE, OATS, WHEAT, AND BARLEY. 
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7. Write a program which prints the names of 
five colors on one line of the screen. Each 
color name should be in a separate PRINT 
statement. Display a title for the output. 


8. Write a program which prints the title 
COUNTING BY FOURS on the top line of 
the screen. Then print the numbers 4 to 48 
by fours in four columns across the screen. 


15 
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LESSON 5: 
Review 


a eee 
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1. Read the program. Then look at the output 
and write what is missing on the blank lines. 


40 PRINT “WATCH HOW QUICKLY ”; 
90 PRINT “I DO MATH!” 

30 PRINT 

40 PAINE “163: %-3. ="; 

50 PRINT 163*3 

60 PRINT 

70 PRINT “256/2 = 7 

80 PRINT 256/e2 

90. PRINT 

400 PRINT ‘203 + 694 + 726 =”; 
110 PRINT 203+694+ 726 

120 PRINT 

430 PRINT ‘‘CAN YOU WORK ” 

140 PRINT ‘‘AS QUICKLY?” 

150 END 


[]RUN 


SS 


a eS eee 


163 X3 = 489 


a ee SSS 


CAN YOU WORK AS QUICKLY? 
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2. Look at the output on the screen. Then read 
the program and fill in the missing lines. 
NOTE: Press the key marked fat 
: LOWR 
to print lower-case letters. Once this key has 
been pressed, use the SHIFT key to print 
capital letters. Remember to use all upper- 
case letters for statements and commands 
such as RUN and PRINT. 


BASKETBALL SCORES 


‘Team Game1 Gamee Games 
veces 123% 98 104 
{PROS 97 112 84 
a STARS 67 ie BS 
{SPURS 100 88 94 





16 


128 
20 


30 


40 


50 


60 


70 
80 


PRINT 


a Se a 0 Te 


PRINT ‘‘SPURS”, “100”, “88”, “94” 
END 





3. Read the output on the screen. Then write 
a program which will produce this output. 


{UIRUN 
| The Nine Planets of the Solar System: 


4 Venus Mercury Saturn Mars 


| Jupiter Uranus Pluto — Earth 
| Neptune 


4. Read the output on the screen. Then write 
a program which will produce this output. 


{RUN a 
| FACTOR FACTOR PRODUCT 


29 
42 


24 
36 





10 





10 
20 
30 
40 
30 
60 


70 
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5. Write a program that uses spaces and char- 
acters to display a cartoon figure. Print a ti- 
tle on the top line of your screen. 


6. Write a program which lists the names of 
five students and their grades for Math, Sci- 
ence, and English in four columns across the 
screen. 


Ve 





ILE SSGIN tb: 
Using LET Statements 


HM You can use a LET statement to assign a value to a variable and store 
it in a memory location. For example, 


EO BS ate a 


stores the value 3 in a memory location named X. The computer will not 


display anything on the screen, however, unless you use a PRINT state- 
ment. 


goooooo0oooo00o0000o0R000000000000 Writing Output coocooccosso000000000000000c0o0o 


1. Read the program. Then look at the output 
and write what is missing on the blank lines. 


10 PRINT “PRINTING VARIABLES” 
20 LETX =1 

30 LETY=2 

40 LETZ=3 

50 PRINT “THE VALUE OF X IS ”; 
60 PRINT X 

70 PRINT “THE VALUE OF Y IS 
80 PRINT Y | 

90. PRINT “THE VALUE OF ZS ”: 
100 PRINT Z 

110 END 


2. Read the program. Then look at the output 
and write what is missing on the blank lines. 


18 


+O 
20 
30 
40 
30 
60 
70 


fe) Ae 
PRINT “A = "5A 
i ere eae 
PRINT “A = "3A 
[Era =a 2 
PRINT “A = “3A 
END 


[JRUN 


THE VALUE OF Z1S5 3 


ee 


écbestaas ‘ hecthtiate \ Co - a A F " sf a ‘ n 4 “ ~ ra ee rc A 
atin i it li cat cin iii il iat iit i i i: i ane ln inc ti ei in a Ll 


tics gutta ah 


ae Sa Oe ie OP OS SO oe en” VOL ew = Ss SOE TONES NEES 


cacti ea Ss cs ln lA cit th 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 
NOTE: You can use a colon (:) to link, or 
concatenate, two statements on one line. 





40 LET X = 1: PRINT X 
90 


30 


AQ’ LET X = X41: PRIN % 


30 


60 





4. Read the output on the screen. Then read 
the program and fill in the missing lines. 


{ (RUN 


CHANGING THE VALUES OF VARIABLES 





10. EAC eH TEE BR = este = ae 


LETD =4 
20 


30 | 
40. PRINT SAC. Bo, Ge 


30 


60 


7 CET & = 2° LEY BB 


Ler SC "ortel Ba Bee 





80 
90 
100 
~110 END 
5. Read the output on the screen. Then write 
a program that will produce this output. Use 10 
variables in your program. 
20 
| URUN 30 
| VARIABLE VARIABLE X 10 
17 10 40 
| 10 100 
| 100 1000 50 
60 





ie 





6. Read the output on the screen. Then write 





a program that will produce this output. 10 | 

HINT: Use N*N for the square and N*N*N | 

for the cube. | 20 

| a0 

{ URUN 

| Number Square Cube : Ae 
30 
60 
70 
80 
90 
100 
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7. Write a program that will store the values 8. Write a program that will display any num- 
10, 20, and 30 as A, B, and C. Print these ber, its value multiplied by 5, and its value 
values in one column. Next to each, print multiplied by 10. Print your results in three 
the value of the number multiplied by 100. columns. 


20 





LE oealaiN: 7: 
Using String Variables 


Ml You can use string variables to store characters or words in the com- 
puter’s memory. For example, 


26 Cen = JENNY 


stores the word JENNY in a memory location named N$§. Be sure to put | 
the word inside quotes and to use a string sign ($) after the variable name. 


MiTo reserve space for the strings, start your program with a statement 
like 


10 DIM N&[20} 


DIM stands for ‘‘dimension.’’ The DIM statement will reserve enough 


room in the computer’s memory for as many as 20 characters in the string 
called NS. 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 


15 DIM X$[20), YS(20) 7 

90 LET X$ = “COMPUTER IS FUN.” COMPUTER IS FUN. 
30 LET YS = “AN ATARI” 

AQ PRINT YS 

50 PRINT Xs 

GO PRINT YS:x$ 

70 END 





2. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
NOTE: Strings can be added together by us- ween 
ing a semicolon. | REVEAL 
5 DIM AS(5), BS(S), CS(S), DS[5S) 
(OLE Ape “GALL. LS o/s ES er eS 
20 LE] BS = ‘VIEW : 
30 LET CS = “VEAL” 
40 LET DS = “"RE” 
50 PRINT DS; AS 
60 PRINT DS; CS 
70 PRINT DS; BS 
80 PRINT AS,BS,CS,DS 
90 END 


| 
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3. Look at the output on the screen. Then read 5 DINE ABTS, Yb tol. Zeal 1 3) 
10 LET X$ = “ IN ANY ORDER ” 
rm z samy 20 LET YS = “STRINGS CAN ” 
{[]RUN i. 30. LET ZS =.° BE PRINTED.” 

| STRINGS CAN BE PRINTED IN ANY ORDER f | 

| IN ANY ORDER STRINGS CAN BE PRINTED |{{ 40 


90 


60 








4. Read the output on the screen. Then read 
the program and fill in the missing lines. 


102 VET AS = “HU SGY LEP BS =. "ASlGae 


(RUN oa 
uC. ASTOR, B. De es 20 

||GREEN, L. BRADY, G. : a0 (EES = “Didz A 
| DIAZ, R. q 
= 

| THE NAMES IN ALPHABETICAL ORDER ARE: | 50 PRINT CS, DS 
| ASTOR, B. ion 

| BRADY, G. nee 
face & E 70 PRINT 
| GREEN, L. 


{ulu, c. = 


90 
100 PRINT DS 





AE) 
120) 


130 
140 END 


5. Read the output on the screen. Then write 
a program that will produce this output. 10 


(RUN = 


{MID DAY NIGHT — LIGHT a5 
| MIDNIGHT 
JDAYLIGHT AO 


90 


60 





2 


fea 





6. Read the output on the screen. Then write 
a program that will produce this output. 
HINT: Use only four string variables. Con- 
catenate the variables on two lines. 


10 


20 


30 


40 


50 


60 


70 





80 
90 


100 


OsOsOsOsOsOsOsosOsoscEcececeD Problem Solving csososcs0s0s0s0B0B08080s0E8080 


7. Write a program that will store four differ- 8. Write a program that uses four string vari- 
ent names as four string variables. Print ables to store four different letters. Print 
these names in five different ways on your these letters as follows: in the four print 
screen. | zones; next to each other; and on four dif- 


ferent lines. 





23 


LESSON 8: 
Using INPUT Statements 


M@ You can use the INPUT statement to make the computer stop and wait 


for the person using the program to keyboard in information. For ex- 
ample, 


10 DIMLS [1] 
20 PRINT “TYPE A LETTER” 
30 INPUT LS 


makes the computer display the words TYPE A LETTER and places a 
question mark on the line below. The computer then waits until the user 


inputs the data and presses the RETURN key before executing the rest 
of the program. 
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1. Read the program. Then look at the output _ []JRUN 
and write what is missing on the blank lines. WHAT IS YOUR NAME? 


10 DIMNG (15]) 


20 PRINT “WHAT IS YOUR NAME?’’ HELLO, BRUCE 
30 INPUT N& 


40 PRINT “HELLO, ';NS 
50 PRINT “MY NAME IS ATARI.” 


60 PRINT “IT’S NICE TO MEET YOU.” 
70 END 


2. Read the program. Then look at the output []JRUN 
and write what is missing on the blank lines. 


10 PRINT IN WHICH YEAR WERE YOU 21965 
BORN? 


20 INPUT Y IN THE YEAR 2000, YOU WILL BE 
30 LEZ = -OU00—y : | | 


40 PRINT “IN THE YEAR 2000, YOU 
WILL BE “ 


JW. PRINT 2; YEARS OLD, - 
60 END | 


24 
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3. Look at the output on the screen. Then read 10 PRINT “TYPE A NUMBER BETWEEN 
the program and fill in the missing lines. 1 AND 1 Ose | 


(RUN oa 


| TYPE A NUMBER BETWEEN 1 AND 10. = 


ie | | | 40 INPUT Y 
| TYPE ANOTHER NUMBER FROM 1 TO 10. oy 50 PRINT “THE SUM OF THESE NUMBERS 


es | : IS ne eH 
|| THE SUM OF THESE NUMBERS IS 11. 
| THEIR PRODUCT IS 30. | a 


70 END 





4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 10 


i : =] = 20 ~ PRINT “IN WHICH STATE WERE YOU 
4 LIRUN : BORN?” | 

4 IN WHICH STATE WERE YOU BORN? : 

4 2COLORADO : ag : 

| COLORADO IS A NICE STATE. : 40 PRINT SS; “IS A NICE STATE. ” 

|| WAS BORN IN CALIFORNIA. : | 
: | 50 


60 








5. Read the output on the screen. Then write 
a program that will produce this output. 10 
HINT: Use the formula A = L*W to find the 
area of a rectangle. 00 


{ LIRUN eo 
| | CAN FIND THE AREA OF RECTANGLES. : | 

| WHAT IS THE LENGTH? | ey ae 
Peo : | 

4 WHAT IS THE WIDTH? 


| 25 
| THE AREA IS 100. 





25 


6. Look at the output on the screen. Then write 





a program that will produce this output. 10 
ogee 20 
| []RUN : 
| TYPE THE NAME OF AN ANIMAL. 30 
| 2MONKEY | : 
| TYPE AN ADJECTIVE THAT BEGINS 40 
| WITH THE SAME LETTER AS THE 
) ANIMAL. i 50 
| 2MERRY 
| THE MERRY MONKEY MAKES ME SMILE. 

60 
70 
80 
90 


OSOBOSOSOs0sOsOscsososcsceceD Problem Solving 3 cscmcececececececececscsomcac 


7. Write a program which will allow the user 8. Write a program which allows the user to 
to input any two numbers. Use these num- input five letters. Display these letters in re- 
bers to display the area of a triangle. The verse order on the screen. 
formula for the area of a triangle is A = (B 
“Ay 2. 


26 
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LE oSSUIN: S&S: 
Using IF-THEN Statements 


M@ You can use an IF—THEN statement to tell the computer how to re- 
spond to different inputs. For example, 


4O IF X = 3 THEN PRINT “THAT'S THE NUMBER!” 


will tell the computer to display the words THAT’S THE NUMBER! only 
if the user inputs 3. If another number is entered, the computer will look 
for further instructions. ? 


qoosooggcoddccocooooooooooooooD Writing Output cococcscccsoooo0000co0000000000 


1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. IS $ THE SYMBOL FOR A STRING 
9 
10 DIM S3(10) a ies 
90 PRINT “IS S$ THE SYMBOL FOR A STRING” 
30 PRINT ‘OR FOR AN INPUT?” 
50 IF S$ = “STRING” THEN PRINT “THAT'S (RUN 
RIGHT!”’ 


IS S$ THE SYMBOL FOR A STRING 
OR FOR AN INPUT’? 
INPUT 


60 IF S$ = “INPUT” THEN PRINT “NO. 
S$ IS THE SYMBOL FOR A STRING.” 
70 END 


pooocoooooooogg0RDR0R0R00000o0nRR000D Writing Input coocooococc0o00000000R80000000002 


2. Look at the output on the screen. Then read 10 DIM R&(5} 
the program and fill in the missing lines. 

| | 20 | 
30 PRINT ‘A BUG OR A BUD?” 


{ (RUN : 

| IS A MISTAKE IN A PROGRAM CALLED Sr Se 
| A BUG ORA BUD? : 

| ?BUD oR On 
| NO. A BUD IS A YOUNG FLOWER. Vee 


| READY 

| URUN BO 
| IS A MISTAKE IN A PROGRAM CALLED : 

| A BUG OR A BUD? 

| 2BUG | 


| LL BET YOUR PROGRAMS HAVE NO BUGS! x 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


{ (JRUN 

| HOW MANY STATES ARE IN THE U.S.? 
| 248 

| NO. THAT’S TOO LOW. 


| READY 

| [JRUN 

| HOW MANY STATES ARE IN THE U.S.? 
| 260 

| NO. THAT’S TOO HIGH. 


| READY 

| [JRUN 

| HOW MANY STATES ARE IN THE U.S.? 
| 250 | 

| THAT'S EXACTLY RIGHT! 


4. Read the output on the screen. Then write 
: a program that will produce this output. 


{| LIRUN 

| FOR HOW MANY YEARS IS A PRESIDENT 
| ELECTED 10 OFFICE? 

| 28 

| NO. THAT’S TOO MANY YEARS. 


| READY 

| [JRUN 

| FOR HOW MANY YEARS IS A PRESIDENT 
4 ELECTED TO OFFICE? 

| 23 | 

4 NO. THAT’S TOO FEW YEARS. 


| READY 

| [JRUN | 

| FOR HOW MANY YEARS IS A PRESIDENT 
| ELECTED TO OFFICE? 

424 

(yes! 


28 











10 PRINT “HOW MANY STATES ARE IN THE 
ioc? 

20 INPUT N 

30 


40 


90 
60 END 








By 


Read the output on the screen. Then write 


a program that will produce this output. 


| LIRUN 

| 1S A GROUP OF LIONS CALLED A 
4 PRIDE OR A HERD? 

| OHERD 

| THAT'S NOT CORRECT. 


| READY 

| [JRUN 

| 1S A GROUP OF LIONS CALLED A 
| PRIDE OR A HERD? 

4 ?PRIDE 

| THAT'S RIGHT. 





10 
20 
30 
40 
ou) 
60 


70 


rrr nn nn ee eee tttItIttytItIIsIIIIISISIISSSSSSsSSSSSS 


6. 


Read the output on the screen. Then write 
a program that will produce this output. 


{ [JRUN 

| HOW MANY HOURS ARE IN A DAY? 
| 236 

| NO. THAT'S WRONG. 


| READY 

| UJRUN | 

| HOW MANY HOURS ARE IN A DAY? | 
ae 

| THAT’S CORRECT! 


10 
20 
30 
40 


90 
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Z, 


Write a program which asks the user to 
name the capital of the United States. Pro- 
eram the computer to tell the user whether 
his or her answer is correct or incorrect. 


8. Write a program which asks the user the 


number of centimeters in a meter. Program 
the computer to tell the user whether his or 
her answer is too high, too low, or exactly 


right. 


2g 





E eset JING 1: 
Review 
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1. Read the program. Then look at the output 


nooooo0o0o000o000000000000000000802: Writing Input sooocoocooccoc00000000000000000n 


2. Look at the output on the screen. Then read 


and write what is missing on the blank lines. 


10 DIM NS[20} 
20 PRINT “WHAT IS YOUR NAME?” 

30 INPUT NS 

AO PRINT “IN WHICH YEAR DID COLUMBUS 
DISCOVER AMERICA?” 

50 INPUT Y 

60 IF Y = 1492 THEN PRINT “YOU ARE 
RIGHT, * :NS: ‘.” 

70 IF Y > 1492 THEN PRINT “THAT’S NOT 
RIGHT, ” ;N&; “.” | 
80 IF Y < 1492 THEN PRINT “ IT WAS LATER, 
eee 

90 END 


the program and fill in the missing lines. 


[ URUN 

| HOW MANY SIDES ARE IN A PENTAGON? 
| 25 

| THAT'S CORRECT. 


| READY 


| (RUN 

: HOW MANY SIDES ARE IN A PENTAGON? 

| 24 
: THAT’S INCORRECT. THERE ARE FIVE SIDES. 


30 





[JRUN 


?BARRY 


2Ta7e2 


READY 
[]RUN 


?BARRY 


foldstels! 


READY 
[]RUN 


?BARRY 


21492 


10 
20 INPUTS 


30 


40 


90 END 





3. Read the output on the screen. Then write | 

a program that will produce this output. 10 
HINT: Don’t forget the spaces between 
lines. : : 20 


{ (RUN am: 


WHICH OF THESE IS NOT PART OF 


40 
| A MODERN COMPUTER? 


: 530 
4 CPU 


| INPUT DEVICE a 60 
~|| OUTPUT DEVICE _ qo 
| VACUUM TUBES 70 


| 2VACUUM TUBES 80 
| CORRECT. MODERN COMPUTERS USE 
| SILICON CHIPS. | g0 


| READY \ 100 
|| [RUN ae 

|) WHICH OF THESE IS NOT PART OF 110 
| A MODERN COMPUTER? 


| CPU 

| INPUT DEVICE Ley 
| OUTPUT DEVICE : 

| VACUUM TUBES 


eS. 


| ecpu : 
| WRONG. VACUUM TUBES IS THE ANSWER. } 
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4. Write a program which asks the user to in- 5. Write a program which asks the user to in- 
put a five-letter word, letter by letter. Have put his or her height in inches. Then display 
the computer print the word on one line, the user’s height in centimeters. HINT: One 
and print the word reversed on the second — inch = 2.54 cm. 
line. 
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PE SUIIN: 11: 
Using GOTO Statements 


M@ You can use GOTO with an IF—THEN statement to send the com- 
puter to another part of the program. For example, 


HO IFCh< > YES THEN GOTO a0 


sends the computer to line 80 if C$ is not equal to YES. If CS equals YES, 
the computer moves to the next line in the program. 


gooooooocooODoDOoooooooooooooooD Writing Output cooccscc0e00000000000000000u0u0202 


1. Read the program. Then look at the output [ ]RUN 


and write what is missing on the blank lines. ~ CAN YOU GUESS WHERE | LIVE? 
NOTE: You can use GOTO without IF to TYPE THE NAME OF A STATE. 
make the computer skip lines. : ?FLORIDA 


10 DIM RS [15] 
20 PRINT “CAN YOU GUESS WHERE | LIVE?” 


SQ PRINT “TYPE THE NAME OF A STATE.” Scares 
aN aS aN you GUESS WHERE | LIVE? 
90 IF RB< > VERMONT” THEN GOTO 80 TYPE THE NAME OF A STATE 
60 PRINT “YOU GUESSED IT!” SVERMONT 
70 GOTO 90 2 
80 PRINT “NO. | LIVE IN VERMONT.” 
90 END 

2. Read the program. Then look at the output []JRUN | 
and write what is missing on the blank lines. WHAT IS THE PRODUCT OF 10 X 55? 
10 PRINT “WHAT IS THE PRODUCT OF eee | 
10K Oar 
20 INPUTA | 2550 
30 IF A = 550 THEN GOTO 60 
40 PRINT “NO. TRY AGAIN.” 
50 GOTO 20 
60 PRINT “THAT'S CORRECT.” 
70 END | 


ge 

















ponooooooooooo0o0o00000000000000 Writing Input coocoooooooooooooooo00000000000. ~ 


3. Read the output on the screen. Then read 10 PRINT “HOW MANY BYTES ARE IN A 
the program and fill in the missing lines. KILOBYTE?”’ 
: , -20~ INPUT B 


[ TJRUN | 30 
| HOW MANY BYTES ARE INA KILOBYTE? sf. 

| 2100 | | ee oes aia cds 5 ea 
oe Thy Beal oe 50 PRINT “YOU REALLY KNOW COM- 


| 210000 PUTERS!” 
| TOO MANY! TRY AGAIN. 


| 21000 : G0) te a ee 
| YOU REALLY KNOW COMPUTERS! 70 PRINT “TOO MANY! TRY AGAIN.” 

80 GOTO 20 

90 PRINT “TOO FEW! TRY AGAIN.” 





100 
110 END 


4. Read the output on the screen. Write a pro- 
eram that will produce this output. 10 


a lle I RA I AI EO I INL LCL I OO OL OAR IE POLE LEI I NO OA NEAL IA LNG OI COAL EO TOTTI TT 


(URUN : = 
| WHICH COUNTRY IS DIRECTLY NORTH | : 

OF THE UNITED STATES? : 30 
| ?MEXICO : 40) 
| THAT'S NOT IT. TRY AGAIN. 

4 WHICH COUNTRY IS DIRECTLY NORTH 
4 OF THE UNITED STATES? 





90 


| 9?CANADA 
| THAT'S IT! 


60 
7) 


enetete tee eee tee toe tte eto ttt GO O80 0 bet 0000.00 00.0000 00.0.0 .0.0.0.6.8. 4.6 00.00.0060. 0.¥ 0.4 0.0.0.0 0 0 00 0 00 6 0 4 0 0 0 0 0 8 00 8 6 6 0 4 0 8 Oe 0 eo 8 6 80 8 0 0 ee et ee owe ore: 
Ceara ht he hehe he he eh hee eh a hea hehe rh he a hl a heh hhh hhh eh a te hh hhh ee ht > 
eet ee ene ee eee ee ee ee a 8 eee ee ee 0 ee a 6 8 a 0 0 eee eee a eee ee ee et 0 eu ee eee eee te 8 es eee 0 ee ee ere eee 68 ee 0 0 0 0 0 0 08 ee 8 0 0 86 0 0 4's ee e's ee se 0 0 eee 50-0 00-8: 


90 
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5. Read the output on the screen. Then write AO 
a program that will produce this output. 


eee anand tate ena renee ererereeereret teretatetarrt tericatcrerara era Tosaratacoeestracerscine a sesianseaneth ONS ash oaeae saath ces cone Ac NaS Saas ee MU LAne ees peaces Nese MnCeHSNSOtE Sea eigeieleteataarag ergeeoeteccccpoecunTeNeTooeT 


{ CIRUN a = 
| TYPE A NUMBER. 
|24 - 
| TYPE ANOTHER NUMBER. 
eke 50 
| WOULD YOU LIKE TO SEE THEIR SUM : 
| OR THEIR PRODUCT? / 50 
| 9PRODUCT 
| THE PRODUCT OF 4 AND 45 IS 180. : 70 


| READY 80 
| LIRUN 

| TYPE A NUMBER. 90 
as ! 

| TYPE ANOTHER NUMBER. 100 
| WOULD YOU LIKE TO SEE THEIR SUM 8 
| OR THEIR PRODUCT? : oe 
| 2?SUM 

| THE SUM OF 50 AND 125 IS 175. iC 


FO a ot CCR a CR CCC CC CC PP PP RPE aaa ne be oe be OD 
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6. Write a program which allows the user to 7. Write a program to test the user’s knowl- 
input any number. Make the computer let edge of any state and its capital question. If 
the user know if his or her number is zero, his or her answer is correct, display a re- 
less than zero, or greater than zero. ward statement. If it is incorrect, inform the 

- user and allow another try. 











LESSON 72: 
Using Random and Integer Functions 


- WYou can use the RND(1) function to have the computer pick a random 
decimal number between 0 and 1. For example, 


30 PRINT RND(1) 
might display the number 0.2341506989. 


Milf you want a larger number, you can multiply the decimal by 10, which 
gives you 2.341506989. To get a simple whole number, you use the INT 
function. For example, 


40 PRINT INT (2.841506989) 


_ drops the numbers to the right of the decimal point and displays the 
integer 2. Multiplying a random number by 10 and printing the integer 
part of that number gives you the numbers 0-9. To get the numbers 1- 
10, you need to add a 1. 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. — 0.34562109 
10 LET X = AND[1) Seales 
20 PRINT X 


30 PRINT 10 * X 
40 PRINT 100 * X 
50 PRINT INT(10 * xX] 


60 END 
2. Read the program. Then look at the output []RUN 
and write what is missing on the blank lines. HERE ARE TWO NUMBERS BETWEEN 1 
5 DIM R&[3} oe 
10 PRINT “HERE ARE TWO NUMBERS BE- 
TWEEN 47 AND 10.” 
20 LET X = INT[10 * RND(1]} 
30 LET Y = INT(10 * RND(1}) 
oe ES) WOULD YOU LIKE TO SEE MORE? 
50 PRINT “THE SUM OF” :x; “* AND ”:Y; ae 
Sele eee oe 
60 PRINT “THE PRODUCT OF ” ;X; * AND”; 
Men Ae Nee 
7O PRINT “WOULD YOU LIKE TO SEE 
MORE?” 3 
80 INPUT R&S 
90 IF RS = “NO” THEN GOTO 110 
100 GOTO 10 
10 END 
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3. Look at the output on the screen. Then read © 10 LET V = INT(10 * RND(1]} 
the program and fill in the missing lines. : 


20 
30 PRINT “IT IS BETWEEN O AND 9.” 





{ (RUN 
| TRY TO GUESS MY NUMBER. : 40 
4 IT IS BETWEEN O AND 9. 


| TYPE A NUMBER. of 
So 60 IFR<>V THEN GOTO 90 


| NO. THE NUMBER WAS 3. | 70 PRINT “YOU GUESSED IT!” 
: : 80 GOTO 100 








90 











4. Look at the output on the screen. Then read 1G ket Z =ANTHGS END) 4 
the program and fill in the missing lines. | | 
20 


{ CIRUN : 30 
| CAN YOU GUESS A NUMBER LARGER : 

| THAN MINE? ee 
| MY NUMBER IS BETWEEN 1 AND 100. | 

‘}]| TYPE A NUMBER BETWEEN 1 AND 100. 
| 295 

| 95 IS LARGER THAN 87! YOU WIN! 





50 





|| READY | 

[]RUN / 60 INPUT N 
| CAN YOU GUESS A NUMBER LARGER : 

| THAN MINE? ' 70 

| MY NUMBER |S BETWEEN 1 AND 100. : 

| TYPE A NUMBER BETWEEN 1 AND 100. 
| 278 

| 78 IS SMALLER THAN 87! | WIN! 





80 IF N< Z THEN PRINT N; AS 
SMALLER THAN 7; Z; “ ! 1 WIN! © 


| READY 

1 [JRUN 

| CAN YOU GUESS A NUMBER LARGER 

| THAN MINE? | 

| MY NUMBER IS BETWEEN 1 AND 100. 

| TYPE A NUMBER BETWEEN 11 AND 100. 
|) 287 | 

| 87 IS EQUAL TO 87! | WIN! 


A eta a Does Pg ten ra NM LT 





100 END 








5. Read the output on the screen. Then write 
a program that will produce this output. 


[ URUN 
4 THIS PROGRAM GIVES YOU PRACTICE 
q IN ADDING NUMBERS BETWEEN 1 AND 50. 


| 42 + 35 = 
| 267 
NO. TRY AGAIN. 


| 42 +35 = 
| 977 : 


|| GOOD WORK! 
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6. Write a program which displays four ran- 
dom integer numbers in four columns. The 
numbers should be between 1 and 1000. 
Add the four numbers and display the sum. 


7. Write a program which asks the user to 
guess a number between 1 and 50. If the 
number is correct, display a reward state- 
ment. If the number is too high or too low, 
let the user know and give him or her an- 
other chance. 


3/7 





Pe SoCIIN' 1.3: 
Using the FOR-NEXT Loop 





M You can use the FOR—NEXT statements to tell the computer how 
many times to follow a set of commands. The FOR and NEXT statements 
always appear as a pair. For example, 


1 FOR X= 1 10.3 
20 PRINT X 
30 NEXT X 


will display a list of numbers from 1 to 5. 


Nocoooooccoooocooooooooooooooo Writing Output cooccocccc0c0c0c00000000000000 


1. Read the program. Then look at the output [ ]RUN 
and write what is missing on the blank lines. 


10 FORN=17T05 
20 PRINT “FIVE TIMES” 
30 NEXT N 


FIVE TIMES 
40 END 





2. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
NOTE: If you want the numbers to print on 
one line, use the form PRINT CG; ’’;. 


(G>FORG. = ietOoTe 
20°PRINT Gr); 

30 NEXT C | 
40 END 


pooooooDuDDRG0000RRRoooOoOooooooo Writing Input cococoocccococod0o0000o000000000802 


3. Look at the output on the screen. Then read 


nn program and fill in the missing lines. 10 


sa 20 PRINT ‘‘NUMBER ”; X 
{ [JRUN 
| NUMBER 10 © : a0 

| NUMBER 11 40 END 
{| NUMBER 12 : 

{| NUMBER 13 


| NUMBER 14 
| NUMBER 15 
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— Or erry eee ee 


ln a a i a a, MN 





4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


[ DRUN 
: WHAT IS YOUR NAME? 
| ?CARMEN 


| HERE IS YOUR NAME PRINTED 10 TIMES: 


CARMEN CARMEN CARMEN CARMEN 
| CARMEN CARMEN CARMEN CARMEN 
CARMEN CARMEN 





5. Look at the output on the screen. Then read 
the program and fill in the missing lines. 
NOTE: A FOR-NEXT loop with no state- 
ment between the FOR and the NEXT state- 
ment (see lines 50 and 60) causes a delay by 
making the computer count to itself. This 
program pauses after displaying each line. 


( ORUN 
: COUNTING SLOWLY TO 10 


-OOoONODd0a8RWNM=- 





10 DIM NS{20} 





90 PRINT “HERE IS YOUR NAME PRINTED 


20 

30 

40 PRINT 

10 TIMES:”’ : 
60. PRINT 

70 

80 PRINT N§, 

90 

100 END 

10 

20 

30 

40 

ao FORK = PF hoeeeO 
60 NEXT K 

7O NEXT X 

80 - 


39 


6. Look at the output on the screen. Then write 
a program that will produce this output. 


(RUN 
: WHAT IS YOUR LAST NAME? 
| 2GRANT 


| WHAT IS YOUR FIRST NAME? 


| ?KELLY 


| HELLO, 
| HELLO, 
4 HELLO, 
| HELLO, 
4 HELLO, 
| HELLO, 
| HELLO, 
| HELLO, 


OscsosCeoscscsoscEcEcececscenD Problem Solving cmoscsos0s0s0s0B0B0B0B0s0m0R0 


7. Write a program which allows the user to 
input any number. Print the user's name as 
many times as the number he or she inputs. 


40 


KELLY GRANT 
KELLY GRANT 
KELLY GRANT 
KELLY GRANT 
KELLY GRANT 
KELLY GRANT 
KELLY GRANT 
KELLY GRANT 





9p 


8. Write a program which uses no more than 
four lines of BASIC code to print the num- 
bers 1 to 100. 





PG ES Se RE Os SIS 
20 Ceo eee ee | 
30 
40 | 
50 
60 
GO es | 


Epc soie ony mane esuesrener es we tee 


100 
110 


120 











LESoUN 14: 
Miore About Loops 





M@ You can use the STEP function to skip numbers or to count backward. 
For example, 


10 FOR N= 3 1Ovet STEP 3 
20 PRINT N 
3Q NEXT N 


displays the numbers 3, 6, 9, 12, 15, 18, and 21, one number to a line. | 
To count backward, add a minus sign to the STEP command. For ex- 
ample, 


10 FOR X = 20 TO 0 STEP -4 
20 PRINT X 
30 NEXT X 


displays 20, 16, 12, 8, 4, and 0, one number to a line. 
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1. Read the program. Then look at the output []RUN 


and write what is missing on the blank lines. ~ COUNTING BY 2’S TO 20 
10 PRINT “COUNTING BY 2’S TO 20” 
20 PRINT 
OD ORE = <2 10 20 Ste 2 
40 PRINT &;. 
ob ~ NEXT-E 
60 PRINT 
70 PRINT “COUNTING BACK BY 2’S” 
80 = =PRINT 

°90 FORB = 20702 STEP-2 | 
100 PRINT By; | eo. ie 16, 14, 42, 10; 8. 6. a, 2 
110 NEXT B- 
120 END 

2. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. HELLO 


10 FORX = 20705 STEP-5 
20 IF X>11 THEN GOTO 50 
30 PRINT ‘‘GOODBYE”’ 

40 GOTO 60 | 

50 PRINT ‘‘HELLO”’ 

6O NEXT X 

70 END 
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3. Read the output on the screen. Then read 
the program and fill in the missing lines. 10 


20 


| (IRUN 

| TYPE A NUMBER. 

1235 

| TYPE A LOWER NUMBER. 
| 30 


30 
40 INPUTB 
90 PRINT 


| f 60 
: | WILL COUNT BACKWARDS FROM 35 TO 3O. | 50 FORX = ATOBSTEP -1 
| 35 34 33 32 31 30 : 


80 


90 





100 


4. Look at the output on the screen. Then read 10° FOR B= 0716 G2-STEF 7 
the program and fill in the missing lines. ) 
20 


(ORUN 


|07 1421 28 35 42 49 56 63 oe 


40 PRINT 


|| AM COUNTING BY: 50 PRINT “| AM COUNTING BY:” 


1 29 


|| No, | AM COUNTING BY 7. a 


70. IF N = 7 THEN GOTO 100 
Wee ee ene a eee ey E 


90 
100 PRINT “RIGHT!” 
110 END 





5. Read the output on the screen. Then write 
a program that will produce this output. as aa 







SE Di iii ii hii isi i Shih ii hist iii ih Sih OSS h Sh OSS SARIS SDSS SA SOSS ASSAD SSO 
Selene ete ede eee eee eteseeseseteseseseeedeseneesessseeeseseceesessuenesessseneneeseseneessseceeseseteseeseceseeseceneeserecesesesereeseserenysseteseserereneseserereeseceteeasreneseaererenestert 
PS po UCG ODDS COUCU UO CO OCS O CIO OC OU OOD RR NRC UU WO SOU CUO OOOO CUI OU OOO POU DOU DOR FE 


| LIRUN 
4 TYPE A DECIMAL NUMBER LESS THAN 1. 
420.2 

4 COUNTING FROM 1 TO 2 BY 0.2: 
111.21.471:6782 | 



























6. Read the output on the screen. Then write 


a program that will produce this output. 10 
HINT: Use the formula A = 5S * S to find 


the area of a square. 20 


Type the length of a side for the 
4 largest square. 
425 


Type the length of a side for the 60 
| smallest square. | : 


Area of Square 80 


100 


110 





120) 
130 


140 


OsOsosOsOsososOsososcEososoeD Problem Solving cacecececececececsososososoEo 


7. Write a program which lets the user input 8. Write a program which will allow the user 
any number from 2 to 10. Have the com- to count backward from 50 to 10 by a deci- 
puter count from 0 to 100 by the number in- | mal number input by the user. 


put by the user. 
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Pesca JIN... “1 Es: 
Review 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. WHICH OF THESE CITIES WOULD YOU 
10 PRINT “WHICH OF THESE CITIES | oe 
WOULD YOU MOST LIKE TO VISIT?” 
20 PRINT 
30° PRINT 1. PARIS’ 
40 PRINT “2. ROME”’ 
90 PRINT “3. LONDON’ 
60 PRINT “TYPE IN A NUMBER.” 
Ve INPUT N Sos 
80 PRINT 3 


90 IFN = 1 THEN PRINT “YOU WILL HAVE 
TO GO TO FRANCE.”’ 

100 IFN = 2 THEN PRINT “YOU WILL HAVE 
TO GO TO ITALY.”’ 

110 IFN = 3 THEN PRINT “YOU WILL HAVE 
TO GO TO ENGLAND.’ 

120 END 


poooeoo0o0Ro0R00e800008000n0000000000 Writing Input cocccooocccc0c00000e00000000000 


2. Look at the output on the screen. Then read 10 DIM N&(20} 
the program and fill in the missing lines. 





20 
30 INPUT NS 
RUN : 40 PRINT 
_ || WHAT IS THE NAME OF YOUR BEST FRIEND? | 
| ?SARAH 50 
| HOW OLD IS YOUR FRIEND? | aa 
[12 
70 
| | WILL PRINT YOUR FRIEND'S NAME 12 | | 
q TIMES: ae 80 PRINT “I WILL PRINT YOUR FRIEND’S 
| SARAH SARAH SARAH SARAH : NAME" :X: “ TIMES.” 
| SARAH SARAH SARAH SARAH | q 
SARAH SARAH SARAH SARAH : 90 
100 
110 
120 END 
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3. Read the output on the screen. Then write 





¢ 2 
a program that will produce this output. 10 
| LJRUN 
| : NUMBER FUN 30 

| HOW MANY DWARFS DID SNOW WHITE | a 
| 26 | | 50 
j | NO. SHE VISITED SEVENDWARFS. sf | 
ome 60 
: | HOW MANY BEARS LIVED INTHE HOUSE | 
: | GOLDILOCKS VISITED? 50 
| |] 23 ae 
| YES, THAT’S RIGHT! | 80 
| 90 
100 
: 110 
| 120 
130 
, 140 
150 
160 
: OsOmOsOs0s0sCsOmOsOsCEcEceoeD Problem Solving csmoscscecscscscmOs0s080s0sa0E0 — 


4. Write a program which allows a user three 5. Write a program which displays three ran- 
: - guesses to find the square of a number from dom numbers and asks the user if he or she 
: 1 to 10. Display a reward message if the would prefer to see the sum or the product 
user’s answer is correct. : of the three numbers. Allow the user to re- 
| peat this process with different numbers as 
many times as he or she wishes. If the user 
does not want to run the program again, 

display the word GOODBYE. 

4; 








LESSON 16: 
Using READ-DATA Statements 


@ You can use the READ—DATA statements to tell the computer to read 
and store a list of data. Whenever the computer sees the READ state- 
ment, it searches for DATA statements somewhere in the program. Re- 
member to DiMension string variables. For example, 


10 DIM X$(10), Y8(10) 
20 READ X$S,YS } 
90 DATA ONE, UNO, TWO, DOS, THREE, TRES 


instructs the computer to READ the data found in line 90, two pieces at 
a time, and to store them as X$ and Y$. The computer will read as many 
pieces of data as instructed. Each piece of data is separated by a comma. 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
NOTE: STOP is used to end the program. NAME MATH SCIENCE ENGLISH 


10 
20 


“ENGLISH” 


30 
40 
30 
60 
70 
80 
90 
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2. Look at the output on the screen. Then read 


the program and fill in the missing lines. 10 
NOTE: A FOR-NEXT loop is used to end the — 20 PRINT 
program after four sets of data are read. 30 


eect teeta ole ele. 
Se OD 













er etetetetere ee 0 ee 
COOP 


{ [JRUN : 
| AREA OF TRIANGLES 


| BASE 


10 


evoroce 
Sehr heer Me MMM aM he Che he ae he he he hehe hehe he ee teh he he he rh ar rh hearer 
Pheer ar ho ee ee hr hee he het he ht hehe here he hehe rhe ehh rah hth 





DIM N&[10} 
PRINT “NAME”, “MATH”, “SCIENCE”, 
























READ N&,M,S,E 

IF-NG = “STOR” THEN END 
PRINT N&S,M,5,E 

GOTO 30 

DATA ED,90,88,89,SUE,80,86 
DATA 90,PAUL,78,90,90,FRAN 
DATA 87,89,89, STOP,0,0 


FRAN 87 89 69 





oO FOR. N= 1104 






HEIGHT AREA 











70 PRINT B, H, (B*H)/2 | 





4 12 60 
4 1a 80 DATA 10, 5, 6, 4,7, 4, 8, 4 
4 16 





Poteet eet e were seta ete ata ete et ctu teat ote ete te tet tatenlstcts 8.8.8.8, 8,8.8. 6.00 OOo OOS OO CO Oe TOTS OTS SOOT eT OTe OT OT TO OEE TEE Te eee ete” 
ete ttatate tte ts atta tatatetetcttststcetsesttetse ttt tn te atte te ecole en ete terete tne tete terete ete eset tte stele teeta ett ete ete eee tb ctetereecece 





3. Look at the output on the screen. Then read 


the program and fill in the missing lines. 
NOTE: Remember that DATA can appear 
anywhere in a program. : 


[]RUN 
| THE OPPOSITE OF HOT IS COLD. 
| THE OPPOSITE OF LIGHT IS DARK. 
| THE OPPOSITE OF NEAR |S FAR. 
| THE OPPOSITE OF LARGE IS SMALL. 
| THE OPPOSITE OF IN IS OUT. 





. Look at the output on the screen. Then read 


the program and fill in the missing lines. 
NOTE: Use (2*L) + (2*W) to find the peri - 
meter. | 


PERIMETER 





. Read the output on the screen. Then write 


a program that will produce this output. 


eS oar 


GRADE 6 GRADE 7 GRADE 8 


GLORIA 
EDWARD JEFF 
AMY — JENNY 


JASON — FRED 








10 DATA HOT,COLD,LIGHT,DARK 
20 DATA NEAR,FAR,LARGE,SMALL 
3Q DATA IN,OUT 


40 


90 
60 READ AG, BS 


(a oe 
B80 NEXT X 


10 PRINT “LENGTH”, “WIDTH", “PERIME- 


TER? 


20 


30 


— 40 


50 

GO NEXT P 

70. DAFA 3.4. 6.7. 5.3.2. 10 
80 DATA8, 2 


10 
20 
30 


40 


50 


60 


70 


80 


90 


100 
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6. Read the output on the screen. Then write 


a program that will produce this output. 10 : | 
HINT: Use two DATA statements. 














el Sa a ae ee re 








UREN : 30 vias 
| MADRID IS IN SPAIN. : : 

| TORONTO IS IN CANADA. : AG | | 

| FLORENCE IS IN ITALY. : 


| NICE IS IN FRANCE. | : Rc ee 








| LA PAZIS IN BOLIVIA. 


DG) 2h nes ae ee 


yf ane mae eS. iis eC ee ease es Ries ee 
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7. Write a program which uses READ—DATA 8. Write a program which reads a list of books 
statements to read the names of five stu- and authors from DATA statements. Print 
dents and three test scores. Print the names the information in the form THE AUTHOR 
of the students and the average test score OF (book) IS (author). 
for each. Note: Use (A + B + C)/ 3 to find | : 
the average score. | 
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LESSON 17 7”: 
Producing Low-Resolution Graphics 


Mi You can use graphics commands to display Pee in color on your 
screen. For example, when you keyboard 


70 GR. 3 

20): SEMGOLOR, 0, 12,..1 
30 COLOR 1 

40 PLOT 10,5 


you are telling the computer the following: Line 10 sets the GRaphics 
mode to GR.3. Most of the screen becomes a graph with 40 small squares 
across and 20 down that can be colored in to make a pattern. Line 20 
tells the computer that you will select a color for the graphics squares 
(0), that you have chosen green (12), and that you want it to be very 
bright (1). The first number after SETCOLOR chooses what you want to 
color. The second chooses the color. There are sixteen colors to choose 


from: 
0 gray 6 lavender 11 green-blue 
1 gold 7 blue : 12 green 
2 orange 8 blue 13 yellow-green 
3 red-orange 9 light blue 14 orange-green 
4 pink ? 10 turquoise 15 light orange 
5 purple 


M@ The third number after SETCOLOR chooses the brightness. You can 
use the numbers 0 (brightest) to 14 (darkest). The COLOR statement in 
line 30 puts the color on the screen. This number must always be one 
more than the first number in the SETCOLOR statement. Line 40 lights 
up one square at column 10 across and row 5 down. 
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1. Read the program. Then look at the sample 
screen and draw the missing output. NOTE: 
GR. 0 returns the screen to the normal text 
screen. 


10 GR. 

20 SETCOLOR O, 4, 1 
30° GOLOR 1 

40 PLOT O,O 


oO PLOT ss; 0 
60) PLOT 20, 7a 
Jo -FORek = 4 ie TOO) 





80 NEXT K 
SO. GA 
100 END 
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2. Read the program. Then look at the sample 
screen and draw the missing output. NOTE: 
The DRAWTO statement will draw a line 
from the point plotted to the coordinates 
given in the DRAWTO statement. 


10 GR.S 

20 SETCOLOR O,10,1 
3Q COLOR 1 

40 PLOT 0,10 

90 DRAWTO 39,10 
60 END 
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3. Look at the output on the screen. Then read 410. GRS : . 
the program and fill in the missing lines. 20 sEiUOLOR Oj2,2 


30 . 
40 PLOT 0,0: DRAWTO 39,0 


aU) 
60 PLOT 0,19: DRAWTO 39,19 


70 





_4. Look at the output on the screen. Then read 

_ the program and fill in the missing lines. 10 S$ 
20 SETCOLOR O,5,4: COLOR 1 

30 PLOT 0,0 


40 | 
50 PLOT 20,19 


60 
7Q END 





50 








5. Look at the output on the screen. Then read 10° GR.1 





the program and fill in the missing lines. 20 PRINT #6; “HELLO” 
NOTE: GR. 1 allows you to write on the | 
screen in a special graphics text. Use the 30 
command PRINT #6; “‘your message’’. It is 
not necessary to choose a color. 40 
50 
4 60 
, 70 END 
6. Look at the output on the screen. Then write 
a program that will produce this output. 10 
20 . 
30 
40 
50 
60 
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7. Write a program which will color the Atari 8. Write a program which will display your 
screen blue. Use a FOR-NEXT loop to do first, middle, and last name on the graphics 
this. | 7 screen. Print each of the three names on a 

different line. Then print all three on the 
fourth line. : 


1 








LESSON 16: 
Animating Graphics 








M You can use FOR—NEXT loops to move, or animate, shapes across 
the screen. For example, | 


20 FORX = 10 70 20 
30 SETCOLOR 0, 5, 6 
40 COLOR 1: PLOT X,0 
50 COLOR 0: PLOT x,0 
60 NEXT X 


will plot a purple square and then erase it. COLOR 0 without a SET- 
COLOR statement changes the color of the square to the background 
color. = 
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1. Read the program. The sample screen shows 
the starting position of the square. Draw a 
square at the ending position. HINT: The 
delay loop in line 60 slows down the speed 
of the moving point. 


10. Gh3 

oO FUR = DIU 19 

30 SEITGOEORU, 7,4 

40 COLOR 1 

50 PLOT 18+ 

BG FORK — 170 SONEXLK.. = 

70 COLORO | 

BO PLOT 10,¥ 

og) NEXL ¥ 

100 END 
es ee 
2. Read the program. The sample screen shows 

the starting position of the square. Draw a 

square at the ending position. NOTE: The 

GR.3 command leaves the bottom four lines 

of the screen for text. 


"0. GAS | 
20 PRINT “MOVING SQUARE” 
0 FORX — 367071 Sree 4 
40 SETCOLOR 0, 13, 4 | MOVING SQUARE 
50 COLOR’ | REA 
60 PLOT X,10 | om: 
70 FORK = 170 50:NEXT K 
80 COLORO 
90 PLOTX,10 
100 NEXT X 
110 END 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


[WATCH IT MOVE! 





4. Look at the output on the screen. Then read 
the program and fill in the missing lines. 





10 
20 


30 
40 


90 
60 
70 


80 
90 


100 
110 


10 
20 
30 
40 
90 


60 


70 


80 


90 


100 
110 


120 
130 
140 
150 
160 


GR.3 
PRINT ““WATCH IT MOVE!” 


SETCOLOR O, 9, 8 


PROT 1G.y 
FOR K = 1 TO 50:NEXT K 


END 


PRINT “HERE IT GOES” 
Cel x = 0 

FOR Y = OTO 20 
seTCOLOR 0, 11,8 


FOR K = 1 TO 50:NEXT K 


LET X =X + 1 


SETCOLOR O, 11,8 
COLOR 1 

PLOT X,Y 

END 


03 


5. Look at the output on the screen. Then write | 
a program that will produce this output. 10 
HINT: Don’t forget to slow down the 
square’s movement with a delay loop. | 00 


-Beaeeae Bana BEB Qe Eae EB Eee E AE A Da VP LE! 


~a-aAaBBRB BAA BABA BA BBB BAB BEBE |X @® BSE: 


|| MOVING TO THE SIDE | 90 
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6. Write a program that will move a horizontal 7. Write a program that displays a picture of 
line from the top to the bottom of your your choice and animates part of it. Remem- 
screen. Make the line light blue. Remember ber, all animation is done in the same way: 

to slow down the line’s movement. plot, erase, replot. 


04 





PeoatN et 
Using String Functions 


String functions allow you to manipulate string variables in a variety 
of ways. For example, 


10 LET AS = “COMPUTERS ARE FUN’ 
20 PRINT AS (15] 


will direct the computer to print the substring FUN, which begins at the 
15th position of A$. When only one number is indicated in the substring 
statement, the computer will print all the characters from that position 
to the end of the string. 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 


10 DIM AS[20}, BS[20) 

20 LET AS = “MY ATARI IS SMART.” 
30 PRINT AS 

4O LET BS = ‘‘BUT | AM SMARTER.” 
50 PRINT BS | 

6O PRINT 

70 PRINT AS[4} 

80 PRINT BS[5]) 

90 END 


BUT | AM SMARTER. 


2. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
NOTE: Using two numbers in a substring 
statement indicates the beginning and end- 
ing positions of the substring. 


10 DIM X$(20}, YS(20) 

20 LET X$ = “I LIKE PROGRAMMING.” TIS EASY TO DO. 
30 LET Y$ = “IT IS EASY TO DO.” 

4O PRINT X8(8,18], YS[4,10) 

50 PRINT 

60 PRINT X$ 

70 PRINT YS 

80 END 
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3. Look at the output on the screen. Then read 
the program and fill in the missing lines. 


[ URUN 
) : COMPUTERS ARE FUN. 3 
THEY CAN COMPUTE LARGE SUMS. 


| COMPUTERS CAN COMPUTE 





4, Look at the output on the screen. Then read 


the program and fill in the missing lines. 


{URUN 
: BULLETIN 


| BULL 
(Ler 


[IN 
[TIN 





5. Read the output on the screen. Then write 
a program that will produce this output. 





| (RUN 
| DIMENSION 







7 DIM 
| MEN 
| DIME 
| ON 
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10 DIM PS[20}, QS(28} 
20 LET PS = “COMPUTERS ARE FUN.” 
30 LET QS = “THEY CAN COMPUTE 
LARGE SUMS.” 


40 
50 
60 
70 
80 END ~ 


10 DIM Z3(10} 


20 
30 PRINT ZS 


40 
90 


60 
70 PRINT ZS8{(7,8) 


80 


90 


10 












6. Read the output on the screen. Then write 





10 
{UIRUN | = 
4 STATEMENT : 
So eae | 30 
| STATE ATE MEN 
: 40 
| INFORMATION 
50 
% | MAT 70 
; | FORM 
| OR 80 
3 90 
100 
110 
120 
130 
140 
150 
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7. Write a program which will display the 8. Write a program which will display the 


string MY FAVORITE DESSERT IS A string HARVEY AND BETTY ARE GOOD 
PIECE OF FRUIT. Beneath it, display the FRIENDS IN SCHOOL. Beneath it, display 
substring DESSERT IS A PIECE OF the substrings HARVEY AND BETTY ARE 


FRUIT. GOOD IN SCHOOL. and HARVEY AND 
| BETTY ARE IN SCHOOL. 


o7 


PeESerin] Oct. 
Review 
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1. Read the program. Then look at the output [JRUN 
and write what is missing on the blank lines. 
| Ms rR T ergs cay 7 ee THE COMPUTER DISPLAYS A 
30 READ AG, BS, CS, DS, E 
40 PRINT “AFTER AN INPUT STATEMENT,” 
30 PRINT ** THE COMPUTER DISPLAYS A ”’ 
60 PRINT AS 


7O PRINT BS se 

80 PRINT CS 

OO” PRINT DS. 

100 PRINT 

110 PRINT “TYPE A NUMBER” TYPE A NUMBER 
120 INPUT R ?2 


130 IF R< >E THEN GOTO 160 | 

140 PRINT “GOOD WORK!” 

150 GOTO 170 

160 PRINT “THE COMPUTER DISPLAYS A ?” 
170 END 
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2. Look at the output on the screen. Then read 101-FGR A 3 1TO03 

the program and fill in the missing lines. 20 LET X = INT(20 * RND(1)) + 1 
SERRATE IRR RRRR RRR TC SOE aE EE Ce ON 30 

[JRUN : IT Xe eye 

50 +13 = 40. PRING Xi 4 oY C= 

233 


90 


| 
| GREAT! 60 IFR<>X + Y THEN GOTO 90 


(foo i7= 


| 218 70 

| THAT'S NOT IT. TRY AGAIN. : 

oe 7 = 2 80 

| 227 | : 

| GREAT! © ) | 90 

14412 = | , : 100 GOTO 40 
: 226 : 110 NEXTA 


ape | : 120 END 





eh od ine 


oe 


a ae i SE oe SE yi es a eel a le 


Oe a ae Oe ee ta) oP 


PUD MES Oe Ae Lee SE PTE et 


a Lh 


i aii as ne oe RE ae aes 


Se er 








3. Read the output on the screen. Then write 
a program that will produce this output. 


| RUN 

| THE PYRAMIDS ARE LOCATED IN 
] 1. ITALY 

| 2. SPAIN 

4 3. EGYPT 


|) TYPE A NUMBER. 
| 72. 
| NO. THE PYRAMIDS ARE IN EGYPT. 





10 


20 


30 


AQ 


ae. 


60 


28. 


80 


90 


100 


110 


120 


130 
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4. Write a program which displays a graphic of 
your choice and animates part of it. Print a 
title for your graphic in the text portion of 
the graphics screen. | 


5. Write a program which asks the user mul- 
tiple-choice questions about a book you read 
in class. If the user’s answer is correct, dis- 
play a reward message. If his or her answer 
is incorrect, supply the correct answer. 


‘ale, 


Statement 


~ PRINT 


INPUT 


LT 


READ-DATA. 


IF-THEN 


GOTO 
FOR-NEXT 


GR.O 


GR.3 
GR. 1 


SETCOLOR 
COLOR 


PLOT 
DRAWTO 


comma 


semicolon 
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~ DRAWTO 10,15 


Summary of BASIC Statements and Commands for the ATARI 


Example | Result 
INPUT/OUTPUT STATEMENTS 

PRINT “HI’’ : Displays the word HI on the CRT. 

PRINT 2 + 3 Diplays 5, the value of 2 + 3. 

PRINT Displays a blank line. 

INPUT X Displays a ? and waits for the user to type a value 
for X. 

LETX:=: 7 , Assigns the value 7 to the variable X. 


READ Z: DATA 1,2 The computer READs the values in the DATA 


Statement and stores them as Z. 


FLOW OF CONTROL STATEMENTS 


IFA = 1 THEN GOTO 20 If the value of A=1, the computer will branch to 
line 20. If A < > 1, the next line in the program 
will be executed. 

GOTO 50 Directs the computer to line 50. 

POR P= 7 TO: SNEXtP Instructs the computer to repeat the statements — 

| between the FOR and the NEXT statement 


five times. 


GRAPHICS STATEMENTS 


GR.O - Sets the screen to the normal text mode. Use 
this to return to the text screen from a 

: graphics program. 

GR.3 sets a graphics screen with 40 squares horizon- 


tally and 2O vertically. 
GR.1 The graphics mode which will display a special 


graphics text on the screen. 

Lets the computer know that the programmer 
will choose the color for the graphics squares, it 
is green, and the brightness level is 4 (medium). 


SETCOLOR O,12,4 


COLOR 1 _ Places the color on the screen. The number must 
always be 1 more than the first number in SET- 
COLOR. 
*PLOE,O Plots a square at 3 across and 5 down. 


Draws a line from the point plotted to 10 across 
and 15 down. 


FORMAT STATEMENTS 


PRINT 1,2,3,4 Directs the computer to print the numbers 1, 2, 
3, and 4 tabbed across the screen at columns 
O, 10, 20, and 30. 

Directs the computer to print the value of NS 
next to the word HI on the same line of the 


SCreen. 


PRINT “HI °° ;N& 





RND [1] 


INT 
INT (10*RND(1}) 
INT (10*RND[1J) +1 


VTA IPE ON Sees GR io ae 


FUNCTIONS 


PRINT RND [1] 


PRINT INT (23.4) 
PRINT INT (10*RND[1)} 
PRINT INT 

(10*RND(1}) +1 


Prints a random decimal number between O and 
le | 


~ Prints 24, the whole number without the decimal. 


Prints a number between O and YQ. 
Prints a number between 1 and 10. 


ARITHMETIC AND LOGICAL SYMBOLS 


PRINT 3 + 3 
PRINT 3 — 3 
PRINT 3 *3 
PRINT 3/3 

PRINT 38 A2 
Ae 

See E) 


Veh ll 
Me he eee 
Or © 


Directs the computer to add. 
Directs the computer to subtract. 
Directs the computer to multiply. 
Directs the computer to divide. 
Directs the computer to square 3. 
A is less than B. 

C is greater than D. 

X is equal to Y. 

P is not equal to Q. 

K is less than or equal to H. 

R is greater than or equal to S. 


SYSTEM COMMANDS 


LIST 

SAVE FIG 
RUN 
LOAD MIN 
CONT 


Erases the current program from memory. 

Lists the statements of a program. 

Saves the program named FIG. 

Directs the computer to execute the program. 

Loads the program named MIN into memory. 

Continues the program after BREAK is pressed, 
or after the computer meets a STOP or END in 
the program. | 
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GLOSSARY 


BASIC the language used by the ATARI com- 
puter. The word BASIC stands for Begin- 
ner’s All-purpose symbolic Instruction 
Code. 

cassette recorder an input/output device used 
to store information on a cassette tape or to 
load information from a tape into the com- 
puter’s memory. 

cassette tape a secondary storage device for 


the ATARI. Information is stored on mag- 


netic tape. 

CRT Cathode Ray Tube. An output Eyre 
such as a television or monitor. 

disk drive an input/output device used to 
store information on a disk or to load in- 
formation from a disk into the comp INE S 
memoty. 

floppy disk a secondary storage device for the 
computer. Information is stored on mag- 
netic tape. 

hard copy the printed results of a computer 
program. | 

input any information typed into the com- 
puter or loaded in from a disk or a cassette 
tape. 
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output the results of running a computer pro- 


gram. The output may appear on a monitor 
or be printed on a printer. 

printer an output device which produces the 
hard copy of a program. 

program a list of instructions which tells the 
computer to perform a certain task. 

RAM Random Access Memory. A temporary 
memory used to store data or programs in- 
side the computer. Anything stored in 
RAM is erased when the ATARI is turned 
off. 

ROM Read Only Memory. The ATARI’s per- 
manent memory. This contains the per- 
manent information written to make the 
computer operate. 

software programs which have been stored on 
tape or on a disk. 


string any letters, characters, or numbers 


which will not have arithmetic operations 
performed on them. 


statement a word or phrase in BASIC which 


is used to give the computer an instruction. 











DISK COMMANDS FOR THE ATARI 


SAVING A PROGRAM ON A DISK: 


When you have finished typing your program, 
type the word LIST and press RETURN to make 
sure that there are no errors in your program. 
Place an initialized disk in Drive 1, and type the 
word SAVE followed by quotation marks, a 
capital D, a colon, and the name of your pro- 
eram. If you wish to save a program named 
MATH DRILL, you would type the following: 


ov. ‘ DIMATH DRILL?’ 
You may choose any name you wish, but the 


name may not begin with a number and may 
not contain a comma. Press RETURN and you 


will see the BUSY light on the disk drive go on. 
Do not open the door of the drive until the light © 
is off. Once the light is off and the READY mes- 
sage appears on the screen, your program has 
been saved on the disk. 


LOADING A PROGRAM FROM A DISK: | 


Type the word DIRECTORY and press RE- 
TURN to see the contents of the disk. After you 
have selected the program, type LOAD fol- 


lowed by the name of the program in quotation 


marks. You can RUN the program after the 
BUSY light on the disk drive has gone out. 


TAPE COMMANDS FOR THE ATARI 


SAVING A PROGRAM ON TAPE: 


When you have finished typing your program, 
~LIST and RUN it to be sure it does not contain 


errors. Then place a cassette tape in your re-- 


corder and rewind it to the beginning. Type the 
command CSAVE. You will then hear two bells 
which indicate that you should press the PLAY 
_~and RECORD buttons on your tape recorder. 
_ Then press RETURN. When the recording is 
finished, you will hear another bell. Press the 
STOP button on your tape recorder. Your pro- 
gram is now saved on a cassette tape. 


LOADING A PROGRAM FROM A TAPE: 


Rewind the tape to the beginning and type the 
command CLOAD. As soon as you hear a bell, 
press the PLAY button on the tape recorder, 
followed by pressing RETURN. When all the 
information is loaded into the computer, you 
will see the READY message on your screen. © 


Press the STOP button and RUN the program. 
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- THEN 
BT ceo 


FOR-NEXT 
READ-DATA 





lm 
ats RANDOM HOUSE SCHOOL DIVISION | 0-676-39237-7 





